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Slrmlegic Simulathons, Inc. ["S5I") warrant lhal the dishelte on wMicfi the enclosed program is re- 
^nded wtll be ^rge from dar«cl$ m malertals and wofKmansh^p for a periocl ot 30 days IrDin ihv 
of purchase, if within 3 1? days of purcnase the dlsketle proves derecEive in any way. you may return 
It to Siralegjc Simula! ions. (nc. 104^ N. Rengstorlf Ave.. Mountain View^ CA 94043-1716 and 5SI 
Will nep4ac6 H: trie« o1 charge, \n addttionr If the diaketle proveis d«1&ctiv$ at any lime after Ihe first 30 
days, return [be rf islQ^ ^Vtd 5^1 wMI t&pa^ (t IdrjEI ctiwrg*^ FfWiSe at^OMtl^W 
weeks lor deliVGry. 

SSI MAKES NO WARRANTIES. EITHER EXPRESS OR IMPLIED, W^ ^H PFS'^fCT TO ^HE SOFTWARE 
PROGRAM RECORDED ON THE DISKETTE OR THE GAME DESCRIBED IfM THIS RULE BOOK, 
THEIfl QUALITY, PERFOflMANCe, MERCHANTABfLlfTY OR FITNESS FOR AWY PARTICULAR PUfi- 
• POSE, THE PROGRAM AND GAME ARE SOLD "AS IS." THE ENTIRE RISK AS TO THEtR QUALITY 
AND PERFORMANCE IS WITH THE BUYER IN NO EVENT WILL SSI BC LIABLE FOR DIRCCT, IN- 
DIRECT. ENCIDENTAL, OR CONSEQUENTIAL DAMAUbb HtisULTlNG FROM ANV DEFECT IN THE 
PROGRAM on GAME EVEN fF SSJ HAS BEEN ADVISED OF THE POSSieiLITY OF SUCH DAMAGES. 
(SOME STATFS DO NOT ALLOW THE EXCLUSION Ofi LIMITATION OF I MPLS FD WARRANTIES OR 
LIABJUTY FOR INCIDENTAL OR COf^SEQUENTlAL DAlVIAGES, SO THE ABOVE LIMITATION OR 
EXQUUSION MAY MOT APPLY TO YOUJ 

The enclose Sdhwane program and tftis RuJe Book af& copyrighted. All rights are f^aeived. This 
Rul& Book may not b« copied, photographed, naproducec^ or translated or fed ucefd to any sfectflcaf 
mediur^i or ''T-ai:;hi'^e-!'e;;datjle fern. ir. wholo or in paft^ without pdof writiref v-i.:-ri!iHni fryi- SSI. The 
program accompanying thig Rule Book may i>e copjed,-^ Ibe'^^lfial purchaser only, as neoee^^iy 
lor use Of) Itie ooitiput^r lor which It wss purchased- 

@ 19S3 by Strategic Simuiatigna, Inc. 
All RigMA Rflwrwd. 



II you are unable f.o make a rmckup copy o( your dish (most ol our games have some form of copy- 
protection), you may purchase a backup diiak from SSI tor $30 plus $2 for shipping and Jiar^dNr^g. 
(^irfornla resjMjan^^ 



What to do If you hav« a defective disk 

Each of oui games undergoes extensive pJay testing prior fa jts release. Through thi$ process we 
hope to uncover, and correct, any ermrs in programming. However, due 1o the complex nature of our 
simutations, so'nne program errors may go undetacled until aftnr niih'irriiir""! in addriion to effors In 
the progrDUTi, theie are cccasJonally problems wi|h |he dt&k iisei^. We ^^perieriue the industry slar^ard 
of appro^fimetely a 3 to 5% failure rate of duplicated d^eics. Before assuming thai a diBk Is defective, 
make sure to check ycuj cfish drive. Uji to 95% ol iho disks returned 1o us as defective will run fine 
on our GOfnputer systems. Ofien the propJem is wJth a di&K druye that needs sefvictng for alkgnmerkl^ 
speed, circleBnlng. 

St^ould you have a defet^tive disk, please return the di«h only (keep all oitier parts of Che game) ^ 
our Custofmer Suppor: Depjrtment along wiih a note describing ih^^ problom you fiava'flncourrtecifd: 
A replacement d(sk will be provided upon aur receipt of ihe defeciive di&k. 

S ho u Id you uncover a n erro r i n th e progra m , relurn both you rgamediskancfany "5ave ^ a me" dislta 
lo our Cusigmer Support Department, Please enclose a descriplion of what was takmg place m the 
game wh«n fife 6nor oocurrsd^ Upon corr^cHon the program efrof, we wtll return an updated disk 
to you- 

Always make sucn fo include your name, acfdreas, and cfaytime telephone number wilh any corre- 
spondence- We wyill do our best to see lhat any problems are corrected as soort As possible. 
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1.0 INTRODUCTION 

CAftRI ER FORC£~ is an operational ievel game faatjring 
cdmtoel between American and J apan«se carrier ta^k foroes in 
194^. Included are scenarios covering the batrlee. or CORAL 
SEA, Miomy, E^XEBI^J SDLOMQN^^nd SAINTAPRUZ. 

1.1 D^^tion Of AcUcMd 

Each game turn represents ooa hour of actions. Actions 

consrst of maneuvering S^jsh forces; Eaunching search, patrol 
and bo-mtier miji^ions; arming fut^liny ^dr£.:r;^11 recovering 
aircraft: moving air groups i'and resolving combat situations, 

1 .2 Iftiking to the Computer 

To enter a response to ihe computer that coneistG of 
numbers [sucn as ?;hip identilcatfon numbei^), type the number 
inio the computer and press the <fl£TUflM> key. To select a 
routine from a menu or enower a Yes/No question, Just pre^s 

m EXfTA ROUTtNE WHERE THE EXfT COMMAND IS NOT 
SPECIFIED, PRESS <Q> THEN <REnjRN>, Some meatus do 
no I requife Ih^ um to presa <aaOuafa> ^fm ll^sing the 

<G> key. 

1 .3 Saving a &0m:- 

At the end of each game lurri the comptiter will dti^|h$ 
player(s) to save the game in progress. You wi'? rmr.d a soralch 
■disK lo store the saved game data, Apple Save-Game disks may 
be initialized tor SSf use durir^g the game by following irstruc- 
tions included in the game program Atari or C-64 games may 
be saved, on F^ny properly initialized diskette. Once a gam6 is 
saved, you wit! be able to resiart il at the pom! you ieil off. 

When resiart^ng a sa\/ed game, you must set the cornecf scenario, 
soliiair^e leve^i .ind number ol players pn the opening menu. 

1 A Tti« Map 

There are (wo maps Included with tl#ipirne. The Midway 
scen^arioemplnyr, a map of theCen.Tral Pacifio centering on the 
is.land o( Midway. All other scenartg^ use si map oi Uie i^outh- 
we^l Pacific centering on 1h« Soiomort is1ar>ds, Movement 
around the maps is conlrolled by a hexagon grid system (31 x 32 
hexes) with each riexagojn repnes^tlrig 50 nautical miL«s. 

f^ SUirting the Game (Apple 003 32 or 33) 

-^tieglftihe gam*, boot your game disk and the game will 
bafllri kjtomaticalFy. 1 1 yo u are us irtg an Appfe 1 1 with Pascal , you 
must ftrst use your BASICS disk. If you are usfng ^:Appii» IUi 
yOLj must lirsl go inio Apple II emujation mocte, 

1 .6 Starting tiHa 6a me ihlm^ 

To begin the game, boot the Scenario side of yourdls k. After 
gdl^ing the starting vaJij^^'':. 'ri' your game you wi^n be told to 
irts^ (he Game 4id# of you r d isk, This game requ jres the u ol 

1 .7 Starting the Game (064) 

T;) begin the game, insert the game disk into (he disk drive. 
Type J.OAD '"^ and press <RErURN>. When fiEADV appears, type 
raStt#jctpfess<RET\fflN>. 

2.0 GENERAL DESCRIPTION 

2^1 Parts Ini^tory: 

A. Game box C* 5%'' game disk 

-Siyfe Roai^ iWo map data 



ZJSt AbbrevlatKMts: 

Abbmvtatbns usei^^^ jgpn«^s^ i;iM^jfw. 

CV gi^islt can-ier 

pit It^iii lArcFaft CfGTiripf 

BB banieship 

CA heavy cruiser 

CL light caiieidr 

CLAA anti-aifcrar cruiser 

^ s eapl ane c arr i er 

IWr seiSpliane tender 

Ob destroyer 

DE deslroyer esOOlt 

APp patrol boat 
miriilayef ' 

jy^H: mine^weepi^ 

Tft .transport 

TK tanker/oiler 

'SS submarine 

MG main guns 

Mk anti-aircraft guns ' 

TT torpedoes 

AM bom bard meni.^j^miii|jif>il!§fi 

$P. $eapianes ^ 

US maximum speed ' 

AP afiSiMull pfiints 

DM diim^-ige p^iR^ntape 

PL fire level ■ 

CAP base capacFty 

A/G a ire rail 

OL operation hnur 

GNiiJ pperaiion^ u^t^d 

BO bomber ordnance 



3*0 SEQUENCE OF PLAY 

CARRIER FORCE is a two-sided ^me: American vs- 
.Japanese. The American forces must be commanded by 
a human player. The Japanese fo^l^ifp^ti^ ^^i^i^i^c^ 1^, 
eitn^jr a human or the compiJifif- . .. . - ^ 

3.1 Scenario Selection Phase 

During the scenario selection phase, the piayerts} select 
^oenartoand determine the GOfvdiiionis unde»* which Ihe9a.me 
will be played. On the Apple version the sefrupffiaybftchanged 
by enlering (he following numberst 

(1) New Game oi Saved Game 

(2) 1 Disk Drive or 2 Di&k Drives 
(3} Solitaire or 2 Playe,f^ 

{4^ Solttaire Lev>el c^ DifficyHy 

Ttie scenario may ije alli^f^ by eni^f rig t>S fotlqwl rtg numbairsi 

[6] Coral Sea 

{6} Mklway 

(7) Eastern Soloipioo.? 

[B) Santa Cruz 

On the Atari ard Commodore 64 yiesfjseis: 

f1 \ New Game i:ir Saved GafTie 

(2) SoliEsirc or? Players 

13) Soli (a ire Level of Diffjcujty 

(4) Coral Sea 
(&) Midway 

(6) Eastern Sotorri^ff^^ 

(7) Sipti|. Cmz 



3.2 Hrstorlcal Set-Up 

At the start of each game the computer will ass ign a 1 1 ships : 

3.3 Random Set up 

The pJayers may ranoomize iJie sel-up sorriewn<jl in all 
scenarios except CORAL SEA, In the MIDWAV scenario both 
Amerif^^■^■■| :irid Japano^a carrier TFs will have iheir hi^lortcgl 

10calif>ni a^iered. Mi EASTERN SOlOMONS and SANTA 
CRUZ all Japameiifcf TFa wil! riijvt ^Jiei-f looalions altered. 

3^4 S^u«nce of Play 

1 . American TF Adjustm^'nT Ph^ise 

2. Japanese TP Adtuslment Phase 

3. Japanese Adjust TF Heaiiing 

4. Japanese Launch Air Missions 

5. Japanese Arm S Fuel Aircraft 

6 Japanese Land Awcmi^ 

7 Japanese Move Air Missigj^. 
a. Arnerican Radar Report 

9. Amertoan Adjust TF Heading 
10. American Launch Air Mission^ 
1 1 American Arm & Fuel Aircraft' 

12. Amerit;<in Land Aircralt 

13. American Move Air Missions 

1 4. Combat Resoiutiofi Phasd 
Save-Game Phase 

fC«eping Time 

Each game lurn represents one hour, At the sla.rt of each 
turn the clock, calendar and weather are adfusied lo reflect the 
passage of time and t>ie {:;h;3ngirig battle .t;e>ndiliDns, I3ay|ight 
hours are 6Q0 to I SOO (incJusiveL 



4.0 TASK FORCE 

ADJUSTMENT PHASE 

During the lask lorce adiustment phase ihe oompuler will 
display a menu listing two optiions lor adjusting the composi- 
lion of your task forces and five opitons lor viewing the curnent 
status ol your forces. To enter the jclfsti^ r^gtlTm just|;i^ssthi^ 

4 J Dividing Task Forces 

Enier the number of Ihe task lorce yoij v.'ish to divide. The 
■^ibmpuier will list (tie ships jf> ihe t^eie^dt^d tetak force and 
display their maximum speed, damage and fire levefs. 

The maKirnum number ol task forces that the Japanese 
'Jiayer may use is equaS to to minus the number nf Jap^nt^so 
land bases lor shat scenario. The maximum number Qi task 
fOfCiSS that the American player may use is eciual to 9 minus the 
number ol Americ-an lar>d teases for ihai scenario. If you are 
currently using the maifimum number uf kisk tofceiS thefi thf 
computer will nol allow you lo divide a (ask force. 

It you currently have less than the maximum number then 
the com puter wi 1 1 d i$pl ay the nu mbor of the new task force you 
are creeling. Enter 1 he ID number for each ship you wish to 
irensEerto Ihe new lask lorce. Wner^ you f"iave concluded your 
trahsfers^ just press <RETLIRH> lo e?dt Ih^ i-outirie, 

If you are currently using fewer than the maximum number 
of lask iorces ffien the divide task force routine m^iy be used to 
"sc utile" crippJed ships, J list enter the letie r 'S' fallowing ihe ID 
number of the ship you areft^sl^nrirvg (eniering a^SS" would 
^si?!Jtae #flii#5)» 



4*2 l^ansf erring Shipe 

Enterthe numbere of the ' g ain i ng" and ^loaing'' task forces. 
Ttw lw. ■■ l,jr=k fnrces must occupy the same hexagon on the map. 

Ihe procedure tor t^'ansi erring ships is the same as de- 
scf i bed in 4 . 1 . A task Eort:y r n^y never contain more tl%an 20 ships. 

When a ship transfer occurs, Ihe gaining task force's move- 
f5ieni points win be adjusted to equal that of either the gaEningOf 
losing tastt lorce (whichever \s Ipwe^st). 

4*3 Ending Uie Qame 

Both players should agf'ee before ending Ihe game. Tiie 
com puter will display the fii^ fiisore^nd.Q list pi all ships sunk 
during play. 

4.4 Thft Map Display 

The maps used in Carrier Force employ a hejogoo grid 32 
hexes high L:)y31 hei^ef; wid6. Onlv.^: ir;]c5ionof itiemap(7 hexes 
high tiy 13 tiewes wide) can be ^/lewed al one liirie By pre^ri^^mg 
the keys 1 -6 the cursor can be moved around It^e map ^ I -^j, 
2- N E,3r&E,*S^ 5^3 W, B- N W) Jf the Cursor is moved to the edge 
Of the di$pfay then the map di^p^ w^il Icfj^l te myipJ tfi^ 
hidden portions of ihe map. 

American task force symbols will be colored tilue and 
Japanese tasl< force symbols will be cofored orange {on the 
Applf^ cdmputer American task forces lhal occupy an island of 
base hex will be colored purple; Japanese U^sk forces Itiat 
occupy an isitand or base he,>( will be colored green). American 
i3 r ^d J paimse T Fs siac ked together wilt have n MVH ITE sym bol 
To check the fne-idiy task force numbnrs in ihe hen occupied 
by tne cursor prtj^s the i^jLOOK-key. To retum to Ihe main menu 
press the (p)EXrr k^, 



3.0 TASK FORCE MOVEMENT 

Task force movement occurs al the end oi each game lum 
affei^ all combat has been resolved, A !asl< force thit h^ 
accumuiailei.-^ fjQ or more movetnent points will move one hex 
[the direction movemenl is delerminfifl by itie lask force 
heading). A lask force that moves^wiii have 5U subtracted from 
its movement point total, 

6-1 Fleet Sp^ed 

At the start oi eiich lu^n i-i Ui^k force will gain movemenl 
points equal lo its licet speed, The tieel speed will be equal to 
30 OR the maximum speed of the slowest ship in Ihe task force, 
wtjich e^r i&^Dwer^ 

5.2 Loss of Movement Points 

During the course q\ eact^ turn a lask force may perform 
certain actions that will cause it to LOSE movemenl points. A 
task force that changes headirug will lose 50% of its nftovement 
points for each compass poir-i st" '1t m rlnrriiion fthe moverrient 
laoint loia i wii f never be red ucea Deto w t^H;^ T F's FLE E T S P£ E P 
when changing direction). 

A lesk force will lose movement points if itconta mm ;jircraft 
canters that launrh • recover i^irCTrifl AN D the (ask lorce is not 
mowing in the 9a^:^edl|■ect^on tnat the v;ind isbiowing FROM, (f 
Ihe lask force heading is onecomfoiiss point difterenl from ttie 
wind direction (eKiimple' wind is blowing from the fvIE ^nd 11% 
task i^s moving il will ^ose 5% oi its movemenl points for 
each aircraft that is taunched or landed m ihe lask force. II tne 
task force heading is more than one compass point different 
from the wi nd d i reciion it wi tf lo^e 1 0% of its m n ve ment pjoi nls f or 
each aircraft rhal is launched or landed in Ihe task force. This 
rnyvemc*nt toss ^s due to the need for carriers lo lurn into the 
wind whervever they launch aiterSfl, ttiua prevendrvg their task 
tdpcefftim moving fowraid id f^ji^ 



5.3 Movement Restrictions 

A\BSk ^oice. m^iy never move ThTough a wh»te hexside, bu( 
instead wui continue to accumulate mo'.-ftriif-nt Doinis up to 
a fn^Kimunt q\ 79. A task force may move y t1 Ihc edge o( the rnap 



6.0 LAUNCHING AIR 
MISSIONS 

Land base^ and aircraft cafrier$ mgv lauriiCh fighler ^ind 
bomber missions. Und teases and JapanestJ BB. CA. CL CS 
and AVtypEsP^iiper^ seaptane missions. Each pSayer 

my tisivii a rtia^jrrrum of ^.aif mJsaiqns aejivt at any q*i&1mie 

6.1 Seaplane Mtssions 

A seaplane mii^sion consists of one seaplane with ttic 
singSe function of searching for^nemy snips. S?iip Ujunched 
seaplane^ havean endurance of 6 (urns. Land based seaplanes 
have an endurf^nce of IB liirn^;. Spapianps may only !?e 
recovered by the ship^base irom which iJiey wore launcned. 
Laynd^ing or recovering seaplanes does not coy f>t against 
a tjiase's OPERATION LIMIT. 

6.2 Combat Missions 

The type of mission ihat may bo ffown by combat yircrafl is 
delef mined by the of aircraft included and/or the type ol 
ordnance being canied, Lie*&dt5efow^i^lf^i$ lyp^of mi&stom^ 
and their descriptiofig; 

F I lighter patrol) 

Consisis ertlinely ol fighter l^PP aJrcrafL Used lo prolecl Inendty 
bases or lask forcss. 

AS (ami- ship) 

Consists of bombers carrying torpedoes ana^or armor piercing 
bombs. M ay not b@Msed {oaila&keindmy bases. May includes 
fig flier escort. 

HE (hjgh-expiosivel- 

Consists of pDnrtbers caoyinQ lugh t?xpJosive bor^bs. Bt^-sl 
syited for attacking enemy ba$es. May attack enemy afups 
r^uc«d dteH^v^eness M ay \ nclud« a fighter escort 

N (not arrmd) 

Consists ijnrirmcd bombers thai fiave compieted/aborfcd 
tfieir mission or were? launched for serdrofi onY May mfjlude 
a tighter e&cort. Also may cortsisi of unarmed Judy recon- 
missance planes without a fighter escorL 

In Order to launch an AS mtsston, the bombcrji musi Jiave 
been readied during previous turn with AS ordnance. In order 
to launch an H F mission. Jhe bombei^ must hgvej been reacfted 
during ti previous turn with HE ordnance. 

6,^ Operation Limits 

Each base and carrier is assigned a limit to the number of 
aircraft it m;5y launch and land in ono turr^ feach airfir^sfi 
launched or landed e<iuais onelljght operation). Carriers have 
a flexible operation tlmit that varies with Ehe carrier TF heading 
in reJation to the wind direction. The laruj b0S« opeiation lirhil^ 
nevHf cfnange. 

It a carrier TF headiny ^s TWO or more comp^sss points 
dltfefenl from the wind direction then the carrier must conform 
to its IVIINffVlUMOPEf=tATfON LI fwliT for that turn. If a carrier TF 
heading is OfvtE compass poini different from ^ht? vy^ind direc- 
tion Ihen the earner must conform lo Ms lM;LflMEDJATE 
OPEFlATfON LlfylfT for that Mm. If a carrier TF heading 1$ the: 
.f^ijmr^ nis the wind dir^.H-r^on ihen theiswi^f T^iysl CCfflffoml t^^^^ 



The inlermediFj.!c operation limi! will a' ways be DOUBLE 
the minimum operation I i mil. The maximum operation iimil wilJ 
always be TRIPLE the minimum operation Jimit 

Listed beiow are Iba WIMfMUM operation tlmilBtef carriere 
Included in the ganiec 
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If for any reason duriftg a tum an aircraft carr^r is uh^blel^ 
cofhd uct further afr operaltons therr^^ o^i^tos ttsed i^OU) Will 
% set to 89- 

€.4 Forming Air IVIissions 

Air missions may t>e formed from avaflable seaplanes or 
readied combat aircraft. Il is possibie to iorm a new missjon 
from one carrier/base and then reinforce it with aircraft from 
another camer/ba;se wilhin the same hex. When reinforcing 
a mission that has- been in the, air for one or more turns tfitj 
reinforcing ?iircraft will be as^um^ to have been in ihe air as 
long as ihe origfrN^I aircraft Bombers carrying AS ordriance 
may no" be combined in Ihe samfe mi^^sion as bombers canying 
HE ordnance. Air missions Cannot be split up aft^r fhey have 
fbrmed.. 

Lisrge air mlssidngf will siMf ^ movement point loss on the 
turn [tiey are launcihed. IVI^sslons thai have been in the air for 
one or more turns will suffer no move me nl loss if reinforc&d. 

There is a loss of one movement poini for approximately 
every 15 planes In tiTie mission (thiavi/plfvary random ly) plus the 
loss of one M P a uloma lica 1 1 v on th e first tu rn a m issior^ i s i n ' he 
air. Amaximumof 3 movement pom IS may bejo^Unlhts manner, 

7.0 ARIVIING & 

FUELING AIRCRAFT 

Cort^bat aircraft must be armed d fueled (readied) and 
mCfved on to Ihe deck/runway before th^iy may be launch&d on 
.eir missions. 

7«1 Bomber Ordnance Selection 

A bomber ordr^ance selects n (AS, HE or ISI) must be made 
for each carrier and base. All bombars readied on a carrier or 
base wili be armed with tl^ sdecled: ordnarrce type. 

7.2 Deck/Runway Capacity 

The dec k/r u r i ■j'/ay capaci ty for a c arrier/ba^e represenis the 
maximum number of aircraft that may t>e readied al one lime 
(readied aircraft are always considered to be on the decIV 
rynwav^ Ttn^ rfccK.'runwsy capacityl&ec|uaf..tgi1h&.carnef/b^u^ 
MAXIM Ulvl OPE RlATION LIMIT ■ ■ - ■ 

7.3 Removing Aircraft Frotn the Deck/Runway 

Readied aircraft may be removed from the dec IV runway 
Enterttie READY Al RCRAFT routine and type a mlhus number 
tor t^t^ qiiiant^ nf type of afrc^ you wish to urfcisady. 



8.0 AIR MOVEMENT 

During the air movement phase air niissions Fnay moviei 
searcli, inttiate combat an-d/or <:+r-!l{-H ij Naridir^g patle-rr> Air 
missions movsmenlis conipleted sequentiaJjy according luair 
mtBsion number. 

8.1 Air Mission Status Display 

Priar to rnovirsg ci.ioh 'd\T mission ihe piayers may view tine 
slalus display 1or that fmsslon. The slatuscii^play iists ihy diitii. 

(I J mission iocalion 

(2) mission number 

i3) ' —r- :n the air 

{4) :.5ijar-iiity of eadi !vpe aircraft 

(S^ ordnance carried by each iairtry,ll (ypo 

(6) ajr lime remaining for mch aircraft type 

For bomber type misstons you wiil be allowed to;'fettisku\ 
?>rdrkance" before moving the air iTTi£:iMpn. Thf^i filGPfai^ IhsMit 
units n^fjvemeht alljOwaw:e by 1 , 

8.2 Air Move Display 

Afl&f exiling the mission status dispiay, the map wtli be 
drawn on the screen with ihe cjrsor rndicsitjng the currefil 

local ion ol the a i r m i ss ion the menu at tsotlOfTl ClW^^cre&n 
will indicate (he plaj^rs options: 

i1) move north 
move rtorlheasi 

(3) move souttiieast 

(4) mifive 5DLit^ 

(5) rrigvc soufnv^CSt 
f6jl move nodhwu^t 

(7) Jand 

(Sj search current hex using ail remaining movr^ poirMa 
(9) identify TF numbers o1 friendly TFs in same he* 
(0) searchf current hex using only 1 mc^ve fTOint 

Also displayed i£ the air mission s X/'Y L0CA1 ION coofdi- 
mtes anct Hs remain ing MOVEMEMT POINTS 

Seii^plane {SF^ missions that select option (7) will land 
imrr^ialeiy if their home tvise/ghip is in the same f^ey Other 
mis$ion$ that select option (7} will enter a tanding pattecn il 
a friendly bas@ is in the same fiex. 

6.3 Searching 

Eaqh lime an air mi&$ion moves into a hey, n will search lor 
enemyTFs in tha^ hex. An air mission may search its cunreni h^x 
winhout moving by using the SEARCH options (S) or (0). In 0% 
overeas! weather an air mission has a 50% chance of locating 
each enemy TF in the hex lor each movemeni poifit it spends 
searcning tt>at hex {100% in a b^S6/isiand hex). The 50% 
chance of localmg assumes 20 ships intheTF. For smaiierTF$ 
Ihe chance may be as low as 40%. !n addition bad weatharwiU 
furtlwr lower the % ctiance ol spotting enem.y TF's. 

Only HE missions may locate {and attack) enejny batesL Air 
mi^iqhs may ilyiit rr^tit; hoyran^r np s«#fchitiig p^ur- 

8.4 Stgliting Reports 

When an air mission locates an enetmy IF the pJdyer will 
receive a "sighting reporl". Th6 sighUng report will llet the ship 
type abbreviations for each ship sighted. Sighting report$ will 
not be entirely accurate. Sighting rftfWrlf; writ not he recnived if 
non- bomber mi^Siignj locale an enemy IF that had oeen 
previousiy located in tt>e same turn. Qorr^ber mi$sion$ will be 
giysn tie option fo<Jec1arie ah attack after sighting an enemy TF, 

8.5 Engaging Enemy Aircraft 

For each movement point an air mission expends m a t^ej* 
i^ntai ning eoamy alrcrafl there is a chanpe of initiating airto-air 



<sa?Ttoat, The chance of inifiatirig corrrbaf varieS\Mith the size of 
IriendV and enertvy air mif^sion^ snd ihe we^thor Air-lo-sir 
combat will only occur if one of the ^ir mission^ tnvoiyed is a 
irighter patrol (Fi, 

If a tighter mission expertds movement points in a hex 
containing ene-^iv .nirc-af^ ihen ii may ^n^ly engage ihe enemy 
mfssions armed witn bombs, if a non- tighter missfon expends 
move poi nls 1 n a hex contai ning enemy a i rcraft then it may on |y 
^ngagi^.ti&^nfiiny fighter missions in the hex. 

When opposing air mission 5 engage in com bat ihe mission 
with the fewest aircraft will be unable lo move any further 
that rum. 

8.6 Movement Points 

An air mission assumes the speed of the d lowest aircraft 
type included in the mission. One movement point is subtracted 
from Ihe speed if any of the aircraft in the mission are carrying 
tK.n-it>^i or lorpedoe^. If a bomtieir mission declare^, rin rjtldck 
before it has used ail of its movement points then the unused 
points will t>e added to its next turn's move. 

Listed bsM th^ m^imum ifi 

the games 



ZCKE 


4 


SBD 


4 


VAL 


4 


se2u 


3 


KATE 


4 


TBO 


3 


BETTY 


4 


TBF 


4 


NIIIL 


3 


B26 


4 


JUDY 


4 


B25 


4 


m¥ 


4 


B17 


4 


F2A 


4 


A24 


4 




5 


SEAPLANE 


3 



fij Form 20 SBD Plane strike Lo5^ 
of 1 MP due lo size oi strike. 
Autyrriiitjc loss of 1 MP from 
tal^e^ff (total loss of 2MFi. 

tZ^ Mo^enrtent during first turn in atr. 

{3} Mov«men| during second turn 
in air One MP rs expended 
over the enemy TF but it is not 
a|X3tted. 

(4} Spends two MP during third 
turn in ttie rjir searchir^g for 
enemy and finds enemy TF on 
second MP, Botmbirtg of enemy 
TF oocyte If the strlKe had (ailed 
lo locate a target on ifi second 
MP it would; have been forced 
10 g(ve up the search and fly 
north in order to return lo its 
carrier txiFore running out of (uel 

(5} With 0 time rernaming m the air 
lha strike mii^t land on lis base 
this turn. The strilce ha$5^tP 
{A without bombs i- ^ for the 
MP ihai w^s nol used on the 
previous turn due to bombing 
of the enemy TF) On the frf^h 
movement point the strfke enters 
a Sanding pattern. The strike will 
tand on its carrier during fiw 
next turn if ai that time aJf ciandj- 
tion* tor tandifig arie met 




1 1 



9.0 LANDING AIRCRAFT 

Aircraft that enter a TF landi ng pattern rnust iand during she 
next turn or be forced to dilch. Aircraft in ;i TF l^anding pattern 
rtiay land on any eligible carrier (or base) present in the 

sutifcect'tE; 



4 



1.1 Rastiic^lons on Landings 

A earner/base i& eligible to recover aircraft only if thf 
folhsiwing oondrtions are met 

(1) Uif? fhghi operations lLiSi0^^M^-i**iaiim:to 

OPb RATION I I MIT. 

{2} Ihe readiecJ djrcralt on deck do not exceed Uie eerier' £ 

MINIMUM OPEt^bN UMIT. '^.^^^><^^.^-^..'.^i^.......^..^ 

{$) the Dotal nu mber c^atrcraifton th8{3afrier/t»ase ts iess than tilt 

Land bases do not have to contonrt to item (2) abc^, A^so. 

I^nd bases may Eilw^^yis land a number of pNu-c^? pqual tottietr 
MAXIMUM OFLHATION LIMIT without regcir,;! lo ihe number 
of plems that have be^n launched from tiic base during (tie 
tiJm{ijec, Midway wiWi an OL ol 75 could launch up to 7& plarte® 
during aiM^arwi then tarid Up te7S4||^p^^laBBII^^ 
turn). 

9.2 Emergency Landinj^ 

After (tie landirig phi^f>c has been completed all fi^anos 
remaining in a landing paitSTn wl'I ^^iif^rTipt emergency iandinys 
if possibla TTiese planes will land on any base gr ype^dtional 
carrier irt the same hex, as .lortg a$ It has not exceeded its 

auEomalipaJjy. ^^^^^^^.^^^'^^^^i^ ^^^^ 

10,0 COMBAT RESOLUTION 

During th^ ttomtsat Resolution Phase the computer wlii 
autcmatl^lly perform tihe foll€4^f^^3[J^t^^ 

f1) air to air combat resalulion 
{2} air to suriaty tiombat resoJiJil.Qn 
(3J i^iirfaod combat resolutiChhi; 
(4) submarine combat ff^^^^^ii^ 

coaslal bombar-diTn=Qinrt 
jE) un'oad tra?Vif >or1^ ^ 

to. t Air to Air Combat ^ \ / 

A i r to a i r combFj^ i 5 i n iti aled d u ri^ng 1 h e Ai r Move'fWbnl Pliase. 
Air 10 air CombaE consssts of a fiy h1f?r mission attacking a non- 
itghter mission. 11 ihe nt>n-fjgiiter mission has a fighter e^scort 
then Ihe surviving escorts wiH counterattacktlie figjtrter mission. 

Each fighter in the attacking gr:>jp will select a target from 
Ihe aircrafl types iri the defending groitp. If ihe defending 
aircralt survives the aitack tiien ie will counterattack with 
DEFENSIVE FIRE. 

Eaoii type of airt^ratt i& rated f^|%^ 
Shown below; ^(.^ 

C. ZEKE ^ 2b • 20 



ia^^WMibHity 



VAL 

KATE 

BETTY- 

MELL 

JUDY 

SBD 

TBD 

TBF 

SB2U 

^25 
B17 
A24 



10 
3 

I 

3 
5 

i 

I 

I 

1G 

0 



10.2 Air to Surface Combat 

Each bomber that survives air to air combai will select a 
taiiget ship fiioiti tti ose in the tarsal TF and attempt to penetrate 

the TPs tiak and deliver ils ordnance. Target selection is 
accomplished in the totiowlng manner: each ship is assigned 
a seleciion value (SV) equal 16^ defense factor plus its aircraft 
and.^or assault poini capacity (add TOOO to the SV if itie ship is 
a carrier}. The chr^nce oi a particular ship besng attacked is 
equal to the SV ol ttiat ship divided by the combined SV of Ihe 
target TF. ^ 

Thfj chance ol a bomber being s.ho1 down by flak is equaMo 
ttic Tf- flak strength divided by 1200. The TF fhak strength is 
eq ua I to I he combined AA ratings (n u m ber of AA g u n s) of aJ I the 
ships in the TF. M fire dipected at B17s will be only 10% as 
.^eoiive as agamst ail other airoi^ft, 

The AA ratings of Am^ricaq^ipg^ill Oe a^JtWSied feraactl 
scenario tif^ follows: iL 

>>/ 

xl.5 
x3.0 



Coral Sea 
Mklway 

eastern SobtfHE^ 



Submannes may be sighted and bombed the same a$ 
■surface ships. Submarines may "dive" before aiJ of the bombwca..: 
in a miEsi<)n can comptete iheir attacks. 

Bomber Accuracy 

The ohance of a bomber hitting the target is attccied by. 
(1 1 bomtieT accuracy {2) maximum speeri of target (3l flak intensity 
(4> of target The relative accuracy of each bomber is 
listed^' 



• VAL 


15 


TBD-B 


1 


* KATE-T 


7 


TBF-T 


2 


*KATF-B 


^. 


TBF-B 


1 


BETTY-T 


4 


SBZi) 


! 


eETTY-B 


■ ^ 


A24 




NELL 


1 


B2B 


i 


*SBD 


0 


&25 


1 


TBD-T 


t 


B17 


1 



The ( ) Indicate defensive Fire onJy. 



• In ttie Midway scenario the land based SBDs have an 
accuracy of 1 The land based VALs and KATEs are 50% m 
accurate as the carrier based versions. 

10.4 Bombing Bases 

All bombers are eq-uaiiy accurate when attack iny eriemy 
bases. Base attacks may result in damage to the airlield and/or 
idestroy a ircraft on th<^ ;,:ra u ad Inr I u H i n g seaplanes}' and assault 
points. During lKi^c-;iUyicKs, afrcratton thei 
to destroy th^an aircraft in [he hangar, 

10*5 Surface Combat 

Surface combat may dccur between opposing TFs that 
occupy the same riex on the map. Surface combat me/ requt^ 
up to lour rouruJb of rjciion as listed b^low: 

Round 1 : fire B8 main guns 

Round 2: lire BB^ CA main guns 

Round 3: fire ail main guns 

jRound 4: fire all main &i AA ggni, fire tofpedqeit 

In daylighi. surface combat begins wtth round 1 and 
con)inuf^^1hrough round 4 OR until ^heTFs disengage. At night 
surface combat begins with round 3. Alter each round of 
0QTnbat there is a 60% ct>ance that the TFs will disengage. 

D LI ri ng eac h roi j n c J oi combat each etigible sh I p may select 
a tiijyei rjnd firo its eligible weapon^. Target selection is similar 
to bomber attacJ^s (as a general rule the large .^una will 



*!*ttteMaunsandti^i»<soes^^^^^^ 10.9 Cfiptuilfig Midway 



concentrate on Targe 
ignore larges size). 

In suriiste combat llie larger, slower ahrpswili be easier to 
hit than the smaller, f&^ier ships. Japanese torpedoeswIllbelO 
]^es more i^ncutaie !han Americafi Sorpedoc^. 

T fie re I s a 36% cha r^ce that any tas k f o rce w 1 1 1 e n (-j e an v 
enemy lask force in the same hex. Exception: eriemy Uisi-t iurceii 
In a base wWi alws^ engage In ^urf^pe comtsat 

"ms Sybmarine Ckimbei 

Submarine groups patrol an area eqii# f^Vfi^ hex ihey 

occupy plus the six adiaceni hexes. Each turii, submarine 
groups have a^c|i0pce Ip attack any ensmy TF that ts within iis 
patrol area. 

The chance of attacking an enemy TF varies with (1 J ftie- 
nu mber of s ubm a r mes i n l h e af tacki ng g rou p {3) ihe nu mber or 
ships in the large l yTuup. Only ona ol Ihe submarines in Jhe 
gfoup viH I acEll^^ I ly conduct the attacK, The attacking a ubmarine 
Mil fire up to six torpedoes at a ship in rh© tSWQ^ TF 

The :^ccuracy ol Japanese subm^jrrnf! torpedoes is5limej& 
yre^jler Uian the accuracy ot American submarine torpedoes. 
Ais trt surtace combai the larger, slower targets i^ill be ea&igr to 
Hltthah the sm^^ller, faster targets, 

After the submarine attacks, each escort (DD^ DE, APD) in 
the target TF will attempi to locale and depth charge the 
submarine. Each escort has a 10% chance of locating and 
attacking Ihe submarine. Each Japanese depi^ charge attack 
has a 1% i^htdnCfi f>f i^inking the submarine Fiach Amcrifrin 
depth cliarg.e aitack hasa4% c.haJic the subinanr je. 

t9.7 Coastal Boitibardnient 

In lt>e Midway scenario Japanese ships may bumbard 
Micfway, In the Eastern Solomons and Santa Cruz scenarios 
Japanese ships may bomt>ard Henderson Field. If a Japanese 
TF occupies the Midw^sy/ Henderson Field hex then afl ships in 
the TF with bombardment ammunition may bombard tt>e 
airfield. 

, Ships may fKirforffl only 1 bombardment per game The 
pff&OlS of bombardments are simitar to the effocl^i olair al tacks 
on bases. Listed below is rhe relative bomt:»i3rdJT3enl elfecliva- 
ness of Japanese ships: ■ 



battleship 
heavy cruis&r 
lighl cfusier 
destroyer 



40 

IS: 

1 



The above ratings may vary with the different number 
guns mounted on each class of ship. NOTE: the above ratings 
itrdicate that a batllershlp Is as efffective as 4p bomber^/ptc. 

10«& Unjoflding Transports 

J apanese transports and some other sh i p types | DD^ MS W, 
ML CS, AV. APD) mF3y carry assault points. Assauti points are 
combinations of troops, equipment ar^d supplies used in the 
invasion ot an enemy base. In all of scenarios the Japanese 
pi='iyf^r rr^^Gore vl^ry points by unk^fngasiisatilt points on 
a,jf|«w(icular tia^. 



sceiARio 

Coral Saa 

Midway 

Eastern Solomofts 
Santa dry? 



BASE 

Port Moresby 

Mfdway 

Hendej^on Fjeid 
Henderson Reld 



To unload a' a base the tran&fjori TF niLi^l ciicuyy the same 
hex as the btiSe. J^tpanese transports may not unload on 
l^idway whert the base is at less Itran 50% damage/Traft^poris 
iria^ uplojid only WE asaaul^poipt 



In tt>e Midway scenario on^y^ the Japanese playffl^ may 

capture an American base li the numt>er of Japanese assault 
puinli^j ijr'-Orjd[:(.i on Midway ts greater ?han 1he n Limber of 
American assault points delending Midway then ihe Japanese 
will capture the isFand- 

I f M idw; iy 1 ?i co ptured then al I American aircraft a n d assault 
points on the island will be destroyecf. The Japanes^^ player 
may neve^ USE the rjiri'if-irJ during the game. 

10.10 Batto Roparts 

A(; iho comir^uter leso Ives the conihat sMjat^ons tfiaplayars 
will re4;i^ive t:dtlle reporlr.. Rr^f.iorls of aire rati desfroyc^d or hits 
scored on shfps wilt be exaggerated. Damage eiSlirnyteEj will be' 
displayed aftef each bombing attack to report the visible 
damage in yn enemy base or ships in the targel TF. The 
damage estimate will display "■" loc eatjii :;hip wtlti ■ light 
damage"; "**" for each yhip witti "modofait damage" and 

for each ship with "heavy damage. Damage e^sUmates will 
be tnequenliy exaggerated. 

Du ring s urfa ce com ba t, gu nii re h its may be tol I owed by one 
or rnora symbols, The n um ber of syimbo Is d is p layed indicates 
ttie calibre of the firing gurt<; 



11.0 GENERAL OPERATIONS 

11.1 Aircraft Endurance 

Each alforaft type is assigned art endurance rating that 
rep^enl$ the numb!&r of hottirs^ It may reimin in ttmM^> 



C ZEKE 


4 


P39 


2 


LZEKE 


^ 


SBD 




VAL 


4 


TBD 


3 


KATE 


4 


TBF 


4 


BETTY 


12 


SB2LI 


4 


NELL 


10 


A2^1 




JUDY 


4 


b2e 


5 


F4F 






1 


I^A 


$ 
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SEAPLANES: 
land ba;sed 1 B 
Ship ba^ B 

Airctait with "0 WIN"' d1 fuel remaining must enter a landing 
pattern by the end of their curreoi tnove (it requires 1 move point 
lo enter a landing pattern) or 'hey will automatical I v"ditch" at Ihe 
starl of ti'iftir r^exS rrujve. Bortihfi-r^i with "0 MtW" oi will 
automdtiQdiiy leltison their ordnance- F ighter missions with 
"0 MIN" of ty^ ilMll be unable to initiate air to air combaL 

Example: A VAL group could fly 4 lums, enter afartdjng. 
pattern on thtf 5 th turn and land pn the Qlh tura 

11.2 Ship Damage 

Ships receiwe damage each time they are hit by bombs, 

Ujrpedoes nr gunfire Ships wilh damage g^oalpr rhan 50% or 
with fires on board may receive additiori a' ^ifll^•lll■ ;(Atiti damage. 

Li^itjd uelow arc Itic AVERAGE damage poinis caused by 
each type of weapon: 



AA gun 1 

CL matn gun 1 

GA main gun 2 

YAMATO main gun .9 
NAGATO MLrT,5U 

main yun 7 
Other Japar>e^t 

Sa rnafn gun 6 



American BB 
main yun 

24 torpedo 

AF'-bomb 
HE-bomb 



6 
5 

t 
4 
2 



Only ,f:3f.u3no^(? gurlaoe ^3 hips may lire !he 24' (orpedo. 

AA guns will be only 50% as accurate as mdin guns. 

Each tinnp& a bomb, torp^o or gun hit is scored on a stiip, 
\Ue computer check;:-; ro see if an ARMOR PENETRATION hfii 
occu™[J The ^:^■int^r.f■; o^ a pen el rat ion fc£ equal: to three times 
the explosive raling oi (he weapon {see S-ttove) divided by the 
defense factcs' of the ship. 

Romb or gun tiKs that penelrate wsll cause norma' damage 
plus posssble fires, propulsjar^ lost and/oT dei^lruclion of ine 
snip's weapon systems. Bomb or gun hits that ItiiMo pt?nctrate 
Wi^l cause only 1 damage point 

Torpedo hils thai pendrfilo will r:;]u?i? DOUBL F rd^]myy r.>, m 
loss of at least 5 kis spetid plus f jtnijiitile (ir-f^^., and tJet,lructtaii 
of weapon systems, lofpedohits ShaUail to penetrate wjJ I cause 
ti^niQl damage and a loss of ai least 5 kte speed 

Carriers hit by bombs, torperloes or gunlire may sustain 
additional daimage if tnere are readied air era U on ttie deck^,. 
The weapon hit will randomly select an aircraft fype and li thai 
lyp& of aircraft is on deck then 14 ot those aircraft will be 
destroyed and The fire (eve I will inf^rviased'a^roKimaEely by 

I lor eacfi aircraft fie^^troycd. 1 1 fir: ffestroyed nircrf.iii were 
armed with bombs os torpedoes tnen ihe fire level would in- 
crease approscftnately by 3 for each aircraft destiioyed, 

II »3 Damage Effects 

Ashipltiai sustains dam^yc points greater than or equal to 
it^delenfie factor will sink, Any ship with a fire level grealeff ttnift 
zero may st^iih aiddlElQi^^metg$«@ct^ turn iitfiW Vtm^r&U 
|3jul out. 

On tfie average, a ships fire level witi! be reduced by one 
point each turn untess the fire is out ot control. If the lire le^ei 
is greater than Ihe ship's defense fador, i! i^ out;iO*;«!i5^^ 
will gam an average oF 3 fire levets per turn 

Ships tnat riidve suJleretj rTiore than 5t!)% Uurriaye rtiiiy sus- 

tiulri additional damage each turn, Ships with qver50% damage 
Vvill frequently suffer loss of pfo pulsion. 

Damayti 10 earners nijjy prevent tfiern from conducting 
flight operations. F light operations will be suspended it any of 
the fdllovving conditions exist: (1) fir& level is greaier ihan 4 

Fires wHI prevent ships Irom ojjiirttfln^ ^ rriaKimum spefed. 
The adjustied n^imum gpoed of a burning ship ts eq^tjatl£>tha 
maximum sp^e^j miriMs the tirsf 

1^1.4 Ba86 Damage 

Qaaos. may suffer damage if subjected to bombing or 

they are hil. ..'^ 

At the er^d of e^oh turn Ba#ds will repair 10% of Ihetr 
^tiiHTliage. Bases with over 25% damage wiil be unable to 
operate aircrafl. !n the tvtidway scenano, Japanese transports 
may not unload on Midway unie^s tfiere is S0%. oi morei 
damage on the base. 

EXAMPLE: A tm^mm Am damage will nepair to 36% 
darnag» after one tum^ 

Ttie two eleniefrts of weather lhat affect game operations 
arc WIND DtRECTtON and CLOUD COVER Wirvd directlm 
affects Ihe abifity of carriers to Ui.uncn i-jricl recover sirCfafl, while 
cloud over a fleets ihe ability of air missions to locale enemy 
Tf^bases. 

Ttie weather conditions are sub jectio change al ihe start of 
each turn. There is a 20% chance that ihe wind direction will 
chafige {ihe new direction is determined fiindomly). Cloud 
cover may vary by plus or minus 25% each lurru 

The atiilily iV-cjuW tu locate enemy TPs and bases is 
reduced by the cloud cover oc^cen^^jge A'^so the niirnhf^r n\ 
sh i p« s potted in th e S I G H T I N G R E PO RT wi 1 1 oe fed uceci uy the 
ct0iJd cwef percentage. 



I1^& Aireratt J-a8««^ 

Ai^r missions^ subiecl to non-combat losses each lime 
they enier a landing pattern. In dayli^hi with 0% averoasi air 
missions will average 0.5% (eacfi aircraft has 1 chance in 2U0] 
losses per larxJ ing. Losses are iocreasied by 1 % for every 1 □% of 
^OUd cover and by 10% if \\ is ^^ NIGHT turn. 

FX AM PLE; On a nigiii turn wjtfi 4.0% overcast the loss fsAst. 
will be 14.5%. 

It ,7 S!!::«nario Duriation 

The computer is progrwnmed to eii^ «iach scenario- iOT 
a particular date: 



CORAL SEA 
MIDWAY 

EASTERN SOLOMONS 
SANTA CRUZ 



8 MAY 42 
7 JUN 42 
25 AUG 42 
27 OCT 42 



Fqr each scenario the getnre will au.tomatfoally end at tfif . 
oiafTipletion of ttre21 QO-hoitr l«m. 

11 .8 Aircraft Classification 

Aircraft used in the game are classilied as joliows: 
FIGHTERS: ZEKE, F4F, F2A, P39 
DIVE BOMBERS: VAL, SBD, SB2U, A24 
TORPEDO BOMBERS: KATE,TBD, TBF 
LEVEL BOMBERS: BETTY. NELL, B17. B25. B26 
RECONNAISSANCE: JUDY 

Although the BETTY and B26 may sometimes cafiy 
lorpedoes they are ^litl C IlA^S I F I E D as tevet borr^jt^ecs^ 

Aircraft Base Restrictionfi 

Ai^rcrafl with a name prefix of "C," are canier ba^ed aircraft, 
Aircraft with a name prefix of "L". are- land based. Carrier based 
afrcrfafl may operate from either carrier o( land. baseSy Lai>d 
based aircrafl may never land on a carrier. 

Aircrafl classified as levet bombers may f>ot be READIED at 
sibm& with m operation Mi^^tej^ilhaft 1^, 

11 .10 Radar 

During all scenarios, the American player will reoetve radar 
reports of Japanese sir missions in the same hej( vi^ith friendly 
TPs. Radar reports will be rough eslimates (usually exaggerated) 
of the number of aircraft in the enemy air mission. Radar may 
occajsioria i ly f a i Ito deiec t so me enemy m i ss i o n s ( the chance of 
iSfluiw varies wttfl the size ^^^^ 

11.11 Pilot Abitity 

The differing abidlies of Ihe pilots in Iho four scenarios- is 
accounted for by alter jng bomber accuracy and ai^r-aitackafvd 
survivabilily mtingiS as follows: 

SCENARIO US PILOTS JAPANESE PtLpTS 

Co^al-Sea ' -t -1 

Midway 0 4-1 

Easiern Solomons +1 .,0, 

Santa GnJ2- ^H" B 



12.0 SCORING 



At the end of Ihe game the players too re po-nts for sinking 
antf damaging enemy ships/bases and points for each sur- 
viving combat aircralt. The Japanese player scores points for 
suooasshjiiy unloading "a&saulf joints" at an ensmy base, 

12.1 Sunk Ships 

Pom IS awarded for smiting enemy ships eqvjals TWO X 
DEFENSE FACTOR, If enemy earners have boen sunk addi- 
tional points ar€! awarded equaling the aircraft capacity of the 
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carrier- If Mirfway is captured the Japanese player receiver 
points as it he had "sunk" a carrier s^^io^i^m^s^MJ^ 
and a capacity d 150 (3"iO po in Is). 

12.2 Damaged $hip«/@mM 

Points received for damaging) enemy ahips/base* equab 1 
^p|f damage po int pi us 1 per ti re I eve I (yfiui" opponc n ! may scOfH 
FTiore points it you lei ygur shtp bum tfian j1 ypu aCUTTLE 14 , 

^ . • 0ine poiri 1 1 s s c 0 red tor eac h f f ie ndEy coi^Flibilt#i^^ift''SII'-A 
CAftfilER OH 6AS£ ajL Ujp enti □( th^ game 

it^ Japanese Assault Points 

^^^^^int js reipelved for eacin v^apan@s0 assault point 

12.5 Handicap Pointd 

The Japariese player will receive 1 00 poinlfi in ihf? Fastem 
Soiomons scenario. Ths U-S, player will receive \00 points in 
the Santa Cru? sc&rtariq^, 

13.0 yiCTOIJY COMOITIONS 

Al Ihe end of thegame victory pqirts wJJi be calculated ^uxl 
the lev&l of victory will Ise det$f!¥|#ieAd iDi^'Com 
0l the two playefS. 

13^ Victory Levels 

Subtract the Japanese Victory Poirits from the Amerfe^i^ 
Vidorv Pointy and compare thtm^tfi'to ttw iQj lowing tabteto 
determine Ihe victory level; 

600 ijnd up Airierii:an Decisive Victnry 

300 to 599 American Substantiv/e Victory 

'IQO to American Margir^al Victory ' 

-99 to 99 Draw 

—299 to "1 00 Japanese Marginal Victory 

-$99 To -3.00 Japanese Substantive Victory 

HiOO pr teas Japanese IDecLSlvie Victory 

14.0 SOLITAIRE PLAY 

Whien playing solitaire gam^s Ihe computer will command 
theJaparieSP forces Thereare4 Eevelsof soli!aired^irfiCLjlly.lTn? 
level of difficulty is determined wfi^n starting a new game and 
may be altered wfien restarting a saved game. As the levol 
number is decreased the Japanese forces will perform searches 
more etficiently. The';e lf?vei^i m;iy be used to handicap a two 
player gam$ if desired. Level is considered the "htstoricar' 

mm 

It is possible to startagamei in salitaire mode, save it and 
then re&'arl it^3salwo-playcrgame.Todolh:s sel the main menu 
lo Iwo-pitiyer mode betore reloading tht ^liwmJ giime data, 

It is possible to save a Iwc player game and re^rt it as 
a $t:iis='3ire3 ^ama This stiouid only be done expeftrneotally afi 
fhe co-^puier l3^^, confused ^ many, hunian ..diftri.?^ 
depluyrTifcjntS. 

15.1 T^sk Force Movement 

Each turn the psaye r s, wi 1 1 riid ve I he chance lo c hange a TP's 
dinBCtioa TF will move automati^cally when It aocumu^tes 
6f ^iMI^i^f^iienwit poin^ts^ Qsitl^t^ liatpt^j^^ 



op&raHon&wlll move very g lowly unless Ihey are lacing the same 
direction 1 hat the wind is blowing tror'\ The ky-n rA movement 
points is caused by the carriers diternating between their 
assigned course and If^.'^WINB FROM" directjon lo iaundV 

15.2 Searching 

Searcties should be pertormed by seaplanes whenever 
po^ible. Searches are necessary to pinpoint tl^ location of 
enemy TFs so lhat they may tie attacked. Wfwn the general 
local ion of I he e nem y a rrfcers is u n k nown, tiTen it is i m po rtant to 
concentrate the searcti planes in the areas surroiindmg the 
friendly carriecsu TTw total number of searcb mcsskms shbuM 

15.3 Fighter Patrols 

Frghter patrols may be used to attack enem^ seaplanes 
arxi tjom ber groups thai enter tt^ir patrol area. Duri n g dayi lyhl 
turns, carriier TFs should maintain at Jeast one tighter missiofi 
^sirbomeat all times to shooL down enen-iy seaplanes, On turns 
when enemy pomber atiacKi are expeciteU, the carrier TFs 
should maintain at least half of their tighter strength in protectivis 
ftgbter patrols. En scenario* where Itse U.S. player has radar, Eh©: 
carriers can launch -30 to 60 figh^Fs ^on the turn the incoining 
bombers are detected 

15.4 Somber Mi^OiKie 

When launching tJomber missEohs^ tfiie crucial factors are 
^^) the number of fighter escorts i^ncluded and (2) the total 
nu mbe r of aiF craft lorm ed i n each m i ssio n , As a ruJe of thu mtj 
■e bomber mission should include at least t fighter for every 3 
bombers lo prevent the bombers from being slaughtered by 
.enemy fighler pa trots. Bomber missions altacffing largets at 
noirnai range should lorm large groupa ol bombers and 
escorts: Borifibef groups attacking targets at extended range 
should form several sn^aller groups of less than 15 aire raft ea;ch> 
Extended range for Japanese bombers is 6 or 7 hecu^ 
Extended range for U.S. Jaombers is 4 or 5 J^exftK 

15.5 Carrier Operatiitfi^ 

Carrier operatk^ns consist ot launqHing and recovering 
airciaft. Carriers yre limited m iho numtier of operations ihey 
mijy perlorm each turn due to sheir lirmited space. Garners that 
"spend" too many of their operations launching aircraft maybe!' 
urnstbla^to recover aircraft on the same turn. Likewise Cd^ir^e^ 
W3lh o\/ercrowded decks |aircrafl on declt exceed minimum 
op(3r^l.ron limitf wiN also oe unable (o recover aircrafi on (he 
same turn. On liirns when ii kjrgy number o( aircraft are m 
landi ng patterns, the recei vit>g carriers should turn i nto the wi nd 
and clear \Ue decks of excess aircraft. The toU'ji iHircralt 
launched should be regulalet,] k) insure sullicienl remainifig 
operations to laritj aU of the aircralt, 

15.6 Coral Sea 

The JAPAN ESGPLAYEFt shoyld move the transport TFs tcf 
Port Moresby and unload the troops. The Japanesf? crif ner TFs 
should hang nea^ lhe tran?;porf TR ijn:! tynrr,^ any ij.S TF tha^ 
moves inio r^jnge. Land-based aircraft snould concentrate tjn 
ibotnbrng Port Moresby to reduce the U S. a i r presence near 11^; 
'l^ftSasioni site. 

Thf? t J.S PLAYE Fl can gel some early targel piafjtice using 
Yorklown's airgroups to bomb the small Japanese IF at Tulagi, 
The two U,S. carrier group* slwiild rendezvous by the end of the 
tira,tday and move west during the nio^ir hours. The U.S; cruiser 
TF should move Northwest and id-lempt (o engnge the 
Japanese Transport TFs in daylight surface combat, Weastier 
permKting, a major carrter engagement shcuJd occiir gn Ih^ 
second or Ibttd day d tl^ fafm 



15.7 Midway 

AH JAPANESE TFs should proceed directty to Midway* 

There they^ can unload Iranfspufifi rind bombard the U.S. base. 
When playing Ihr.? I Historical set up ihc .li^iOFinese carriers 
should rt^ady il^eir bombers tof a misjor strike agamst the U.S. 
carrier TFs. When playing Ihe random se^up the Japanese 
player ghoutd launch a CJawn sm^o io bo nit) Midway iTangc 
permiihnq). Jcipanese bat'lr-?hip ( sltould make an eMoft to 
bo mtiard" Midway and tht;ci Jllempl to engage the U.S. TFs m 
surface combal. 

The U S PLAYER should reserve alt available msmmm Is 
atlrick Ihe big Japanese ciirners. Air strikes rifr^ainrl t'le 
trans pons should bo riik^nipted only alter the bty c^jrrLwrs Mdve 
all been sunk or di^^i^oit^d; Ttie U.S. player should be carelul to 



TF*2 LOCM0W ia, t7 

CVL - SHOHO 
CA — AOBA 
CA — KAKO 
CA — FURUTAKA 

CA — KIN1JGASA 
PP, — SAZANAMI 

TF#3 LOCAnorj8. 15 

CL -TEN RYU 
CL — TATSUTA 



\he .JAPANESE PLAYER stiojid send hia carrier TFs 
SoutJiOetst last as possible to force ^30 engagement with the 
U.S. cafTiers before Ihe WASP group can [oin them. The 
transport TF should move lo Hen-derson Fi^eld and unload. The 
Iransport TF Btnouid abort ils mission and retreai Noriti il ihe 
Japanese earners me knocked omI Japanose li:ind based 
bombers should fly one mission per day to bomb Henderson 
Field. The Japanese ballleship TF may bombard Hern3erson 
Field or atlerr^pt to fi.n^9!B Ihe U^ .carrier TF$ in a eui^ag^ 
tombat. 

tiie U S PLAYER should transler all F4Fs.SSDBandTBFs 
from Espirnu Sanio to Henderson Fte.ld ai the start of the game. 
Aircraft based on Henderson should be used lo bomb ihe 
Japanese transport TFs; U.S. carrier aire raft should be reserved 
to attack the Japanese carrier TFs. If the U.S. player delays 
combat ro wait for the WASP group to catcti up. ihcn the 
Japanese will hayeafri^hand to pound H^nddrson Field on 
the first day. 

Santa Cruz 

The JAPANESE PLAYER should send hi^^ carrier TFs 
directly *f>ulh to<orcean engagement with the U.S. carriers The 
Junyo force shouid mov^^ in the same he)< as ttie other 
Japaneso (jjrriyrtF'fe provide muluai lightet support. The 
Japanese battleship TFs may bombard Henderson Field or 
attempt to engage Ihe U.S. TFs in surface comb^jt ,!i"jr)anese 
land based aircralt should bomb Hender^^yn Field once per 
day. TTie Japanese destroyer TF that sians near Buin may be-, 
used lo unload troops on Henderson, 

The U.S. PLAYER shouW steer his c.irrKsr TFs as c^o^ie as 
f>ossible to Henderson Fici^i t colore engaging the Japanese 
Carriers. The U-S: carnerti ^lujuld withdraw Soiilh al ntghl to 
avoid the possibility jpt ^rtace Combial with tt^ Japanest 
bfltfl0^hfpTfe, 

16.Q SCENARIO DATA 

CORAL SEA 



15.8 Eastern Solomons 



TF# 


1 


LOCATION 17,17 


CV 




SHOKAKU 


CV 




ZUIKAKU 


CA 




MYOKO 


CA 




HAGURO 


00 




ARIAKE 


D0 




YUGURE 






SHIQURE 


m 




SHlRATSUy.U 


DD 




USHIO 


m 




AKEBONO 









MG AA 


IT 


MS DF 


SP 


AP 


0 


16 


0 




55 


u 


U 


0 


16 


0 


34 


55 


0 


0 


10 


e 


32 


35 


26 


3 


0 


10 




36 


26 


3 


0 


0 


5 


12 


36 


7 


0 


0. 


0 


5 


12 


36 


7 


0 


D 


0 




16 


34 


7 


0 


0 


0 


5 


1R 


:-i4 


7 


0 


0 


0 


6 


ia 


36 


7 


0 


0 


0 


6 


16 


36. 


7 


..a. 


Q. 



DD =GITE 
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TF#5 LOCATION 16, 10 

GVL — ZUIHO 
6B — KONGO 
BB — HIEI 
CA — ATAGO 
GA — CHOKAI 
CA — MYOKO 
OA — HAGURO 
CL — YUftA 
DO - MURASAME 
OD — SAMlDARE 
OD — HARUSAME 
DD —YUDACHI 
DD — ASAGUMO 
DD — MINEGUMO 
DO — NATTSUGUMQ 
DO — MIWyKI 

TF-#3 LOCATION U+ 11 

CVL- HOSHC 

BB - YAIVIATO 

BB — NAGATO 

BB — MUTSU 
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CS — CHfYODA 

CS -NissmN 

DO — YUKAZE 
DO — FUBUKI 
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DD - HATSlfYUKI 
DD - MURAKUMO 
OD - It^ONAMI 
DD — URAr4AMI 
DO — SHI KIN AM I 
OD — AYANAMt 

TF#4 LOCATION 16. 19 
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DD — ARASHIO 
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TR — KIYOZUMI MARU 
TB — ZENYQ MARU 
TR — TOA MARU C2 
TB - ARGENTINA MARU 
TH — BRAZIL MARU 
TB — AZUMA MARU 
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*ln tiie Midway scen^jna Ih© Eand based 
SSDs have an accuracy of 1 , The land 
based VALs und KATEsi am 50% as 
amirMe ^ tie carrier bafeed versions. 



AIRCRAFT CLASSIFICATJON 
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